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STARTING Up Ee 
ol . 

Make sure your Game Boy® Color 

is turned off. 


Insert the Dragon’s Lair Game Pak Maw Menu Options 
and turn on your Game Boy Color. _ ’ , 


, ; START - Begin game. 
After a series of screens, you'll see “ ; 
the Language Selection screen. 


‘ 


: CrepIts. — Behold the 


Press the A Button to choose , names of the bold knights 
the language in which you want , and fair ladies behind 
to play, (You can also press Dragon's Lair. 

the A Button to skip some ve ; INTRO ~ A gallery 


of the opening scefes) 


> 
You will then see the Main Men, 
Press START to begin the game. 


of Dragon’s Lair 
characters. 


Use the Control Pad to choose ‘ 
MAIN GAME or TUTORIAL 


and press the A Button. el 


and store the Game > Pak in the case 
when not in use. 

* Take a break after playing 
for long — 


You, Dirk the Daring, are on a quest to rescue 
Fair Princess Daphne,the unwilling captive 
of Singe the Evil Dragon. 

To do this you must survive a perilous ve ‘ 
journey and defeat all adversaries. 


Ss 


Pad 


= ae 


> <a 


CONTROLS 


A Button 
Use Weapon 


Control Pad 
Move Dirk 


Make your way through the castle 
and the caverns below it by using 


SIA the Control Pad to move 
Pause game ; : 
and pressing the A Button 
SELECT to wield Dirk's Sword. 
Pause game 


BewaARd YOUR FOES. They ARE MANY! 
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hoW1 7 PlHR DRAGOW’s LAIR 


You do not control all Dirk’s actions. 
Instead, you control his reactions to 
what's happening around him. As events 


youl ir weapon. 
Use your wit and reflexes to avoid If you're off to a slow start, practice 
obstacles in each scene. The rooms in Tutorial Mode. You'll get to play 
of Dragon's Lair require many attempts through the first few scenes with visual 
to master, The timing of your moves is hints in the lower left corner as to when 
critical. Don’t act too early Or 106 late; Gr to move and what move to make. Once 
your quest may end abruptly. you get a few wins under your belt, 


you'll be eager to tackle the rest 
of the chambers in Dragon’s Lair. 


S=S= 


important: often you may make 
correct move at the wrong time! 
Many scérfes require more than one 
mové, If yott are having trouble, 

watch the animation carefully 
move n thé safest directior 


LOSING A LIFG 


If Dirk fails, he loses one life. You'll then 
see how many lives he has remaining: 
Press the A Button to continue, offen 
beginning at the nextiseene. (Even 

if you don’t succeed, you'll usually go 
on to the next room. This continues 

for a number of scenes, and then 

the cycle repeats.) 


END 


When all Dirk’s lives are lost, you'll 
return to the Main Menu and can start 
again. Use the Control Pad to select, 
and press the A Button. The game also 
ends when you reach the Dragon’s Lair 
and defeat Singe the Dragon himself! 


LIVES 
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GAME OVER 


SCORE 
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PausiInc a Game 


During a scene, press either START or 
SELECT to pause the game. You'll have 
the option to Continue or Quit. Use 
the Control Pad to select, and press 
the A Button. 


The dangers will vary as you search The DRAWBRIDGE 
from chamber to chamber and down 
into the dungeons of Dragon’s Lair. 

Ih One room you'll fight off slithering 


tentacles: in another, snakes and skulls * Several green tentacles appear. 
torment you. As the tentacles move toward Dirk, 


press the A Button once. 


® Dirk walks across the bridge 
and falls through a hole. 


Meet every new challenge with wits and 
an open mind. How fast can you solve 
the riddle of each, room? 


Note: Scenes will not necessarily 
appear in the order presented here. 
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The GND OF The CORRIDOR TENTACLES FROM The CEILING 


Dirk stands at the end of a corridor ¢ As Dirk enters the room, a green 

in front of three doors, tentacle slithers out of the ceiling. 
As he looks around, the roof starts © Press the A Button to draw Dirk's 
to fall in and the floor begins to sword and chop the tentacle in half. 
crumble. 


© More tentaclés will slither in from 


Dirk must dash to the right to escape all over the room. Be careful 


through the remaining door as 
the floor disintegrates and roof 
crashes down. 


to avoid them. 
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id | Dnt sing a chamber filled 
with rising flames. 


in begins to slide. 
or the swinging rope. 


e Dirk grabs the rope, he'll swing 
to the open door on the other side 
of the chamber. 


The DeADLy POOL 


* Dirk approaches a small pool 
of water. The floor and ceiling start 
to crumble, 


* Follow the stone path and make Dirk 

rollto avoid the daggers jutting out 

5 

of. thewwally 
ool and dodge the 
hen Dirk climbs out 
eware the disintegrating 
1 ceiling. 
. op,the big hairy spider and run 


BUBBLING OOza 


When Dirk enters the room, 
bubbling green ooze starts to pour 
from the kettle. 


Chop the Ooze Monster in half just 
before it tries to eat Dirk. 


Escape from the room before the rest 
of the ooze gets Dirk! 


—— 


GIDDy Goons SLIDING STAIRS 


* Emerging from a stairwell, Dirk is ¢ As Dirk starts down the stairs, they 
attacked by short Giddy Goons, turn slippery. Dirk must keep from 
® Slash the fitst Goon, then climb sliding into the pit at the bottom. 
the stairs. ® Green tentacles reach out of the pit. 
Slash the slithery tubes and then 


* Escape through the door. 
dodge them. 


¢ The chain hanging fromthe ceiling is 
no help. Escape through the hole: 


The Smirhee GIANT SPINNING BATONS 
¢ Dirk enters the Forge Room and is © As Dirk approaches the giant spin- 
attacked by a magical flying sword. ning batons, he must pick the right 


¢ Jump to avoid a bouncing anvil, moment to dash through them. 


and then split! © Once past the batons, Dirk is 
confronted by a Cloaked Spectre. 
Jump toward the ugly apparition 
and slash him. 


* Avoid the clinging Vines On the side 
of the pathway. 


Sex 


CLOSING CDALL Rood OF FiIRe 


* As the wall closes up around Dirk, ° Dirk must ayoid the fire and lightning : 
the door ahead of him is the escape. flung at him from all sides. : 


* Jump toward the door. * Look behind the bench to escape! 
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| CheckeneD FLOOR Kxicnt 
“ lack Knight materializes as Dirk 


all. Avoid them all. 


Clattering skullsiSeep from the wall 
and attack. A giant skeleton ¢law 
is next. : n 
More black ooze slimes out of the 
walls. Avoid thi 


Black ooze pours out of the doors on 
both sides as a second skeleton claw 
approaches. 

Jump out the door into the crypt. 
It's not over yet ... 
Dirk is attacked by skeleton ghosts. 
Shred them with one slash. 


¢ Dirk walks along 
‘Suspended high 
dark interior. Suddenly, the 
begins to rot away. 


¢ Dirk must jump to the safe section 
of the»platform. 


Black bats chase Dirk as he SE 
moves down a corridor that starts 


Ala 


jumping across 


Sic then leap out one of 


MuDM<En Phantom KNIGnT 


® Walking across the lava field, Dirk © Double trouble! Avoid the charging 
is attacked by Mudmen. knight while also avoiding the giant 


© Dirk must jump over geysers, thorns pushing up through the earth. 


avoid the Mudmen and run ® Jump into the small cave to finally 
along a stone bridge. escape 


® Finally, Dirk can escape through 
an aperture in a cavern wall. 
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TUMBLING BALLS FALLING PLATFORM 


* Once Dirk enters the room, © Dirk steps up onto a round wooden 
an enormous black ball appears, platform. 
rolling up behind him. © The platform starts to plunge down- 

* Ahead of Dirk, down the tunnel, ward through a circular shaft. It stops 
smaller balls roll up and down intermittently at rocky ledges where 
the walls Dirk can jump off. 

* Wail for a smaller ball to tumble by * Timing is everything in jumping 
before stepping away from the big safely off the plummeting platform. 
black ball 
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The Wind Room ELECTRICITY AND LAVA 


* Dirk gets a glimpse of Daphne, * Electricity begins to surround Dirk, 
but just before he reaches her © Jump through the crashing doors 
the wind swirls around him. and climb up’ the stairs. 

* Dirk isdrawn by the wind * Evade the gushing geyser (timing, 
BeSeeeosite direction: timing, timing) t@ cross the bridge. 


* Skip out through one of the doors, 
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awakened. a 


oom are columns 


{ {fa column 
Piercing dishes flashes, catch it 
Otherwise, keep away from 

the dishes. 


Eventually, Fair Princess Daphne will 
tell Dirk what to do. Listen carefully 
and follow her instructions. 


s. Some of them e 


kes up. He knows where 

‘re hiding. 

As Singe reaches around the’eolumn, 
Dirk should duck and run away. 
Singe swings his i en 
Dirk. Dodge the tail. 7 
Pull the magic sword out of 
gem, When Singe turns around, 
you'll see his vulnerable soft belly. 


Can you figure out what to do to save 
the Princess? 
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Public Relations 


90-DAY LIMITED WAR 
CAPCOM ENTERTAIN INC. ("CAPCOM") warrants to tha 
original consumer # Game Pak from CAPCOM shall be ; ops a pro 
free from defects | d workmanship for a period of 90 period, you may contact tl 
days from date of hase. if a defect covered by this warranty Department at tha shone number 


oceurs during this 90-day warranty period, CAPCOM will replace 
the Game Pak free of charge. 
To receive this warranty service: 
1. Notity the CAPCOM Consumer Service Depanment of the 
prablem requiring warranty service by calling (408) 74-0400, 
Consumer: Department is in operation from 30 
Time, Monday through Friday. 


ht prepaid at your own risk of 

commend sanding your Game Pak 

de your sales slip or similar proof- 
jay warranty period to: 


pply if the Game Pak has been damaged 
unreasonable use, modification, tam- 

#s unrelated to the defective materials or 
workmanship, 


service technician is unable to solve the problem 
_may instruct you to return the defective Game P 
freight prepaid at your own risk of damage or deliv 
check or money for $20.00 (U.S. funds only! payable 

We recommend sending your Game Pak certified 

will replace the Game Pak, subject to the conditio 
replacement Game Paks are not available, the 

will be returned to you and the $29.00 payment refunded. 
WARRANTY LIMITATIONS 

ANY APPLICABLE IMPLIED ING WAR- 
RANTIES OF MERCHANTAB! AND FITNESS 
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO Nii 

DAYS FROM THE DATE OF PURCHASE AND ARE SU! 

THE CONDITIONS SET FORTH HEREIN. IN NO EVENT 
CAPCOM BE LIABLE FOR CONSEQUENTIAL OR INCID! 
DAMAGES RESULTING FROM THE B OF ANY EXI 

OR IMPLIED WARRANTIES, 


The provisions of this warranty are valid in the United 
Canada only. Some states and provinces do natallow 
how long an implied warranty lasts or exclusions of 

or incidental damages, so the above limitations and 
exclusions may not apply to you. This warranty 
gives you spacific legal rights, and you may have 
other rights, which vary, from state to state or 
province to province, 


CAPCOM 


